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SYSTEM 3 SOFTWARE.,.. 


System 3 Software has an internal (ml reputation br breaking new ground and 
bringing to you,, game player, I* wy bon m compute* entertainment. 

In keeping with the company's policy of innovation and being a Irani runner' in 
produong gities, we Aaro launched an exciting range of product* on cartridge 
lor the Commodore Carnes Console and Commodore, CW Computer. The 
advantages of ihe carindges to yoj are: 

Greetty enhenced played though truunt 1 loading of our mutWeval games, 

No more loading: proUemi, if vwifcs lira time and every feme. w$o, it s not 3 $ 
frsgpSe a* (felts and cassettes and wfl stand up to a lot of continual hard use, 

F^compartWewitfibdth the Games System Console end the C 64 Computer. 

And tea, but not least, the extra memory n the cartridge alow* ib to gfro you 
even more entertainment value than before. 

Our aim is to provide game players '**> Nms of tfviing entertain™* 
challenging and imaginative game play and the most sophistca^ed player 
interaction around. Ninja Remix achieves all fis, and mote 

Over C.ODO man-hours went into the design, planning and production of Ninja 
Rami*. by the same talented team lhal creeled Last Ninja I. Ninja Remix has set 
the standard tor acton fantasy atronture gaming, teatonng dynamic wvscrwn 
action, high degree of player confrd and adverttute style puzzles Id solve. 

As, Niria Rerrm is far more than a sinple action gamg. we suggest ihel you read 
me instructions careMy anc spend some time beaming totally familiar with die 
control*. To aid those d you who are having (Kficulty, we have included in this 
manual a detailed ptey guide o! the frst level, only read il H you are havng rtoal 
(Jfticutty in getting kilo the game. 




Hie Story... 


The Nin^_ inwn as The Mysfc Shadow Vi 1 amors, ww$ the ell a fighting bet# 
ol Ninth Century Feudal Japan. They were dedicated to toe fira toning of their 
bstfee into king macKne*. Their adrift® were many and varied: they were 
masters d weapon erafL assassination, sdeaftti and tovtetoilfty end many 
baievad them to be in cortool d the supernatural A real master of the art d 
Nmjutsu onto evsf- snbop&te an opponent's moves end thoughts. 

To achieve this high leva! of skill all initiaias had to undergo years d rigorous 
Paining, Correct application d these skis required cunning, derterity and total 
mind control. Students d the Nipja arts drove themselves an to try Id achieve 
toe slate of seU-perfection and a chseness to (heir god. Therelbte, martial arts 
tyfrg decipfines became the highest, moel honourable path to perfection. 
Urtoriunalety, soma Ninja were to abuse their powers. 

The Ninja we*a nfiar+y wiped Out d er&ence during a purge in the Twelfth 
Century. Gut now they are back and mm powerful toan ever, ...Back wth a 
vengeancef 

The struggle with toe Evi Shogun, ftjnitcld, had taken ib HA. For many menthg 
after regaining control over the island of Lin Fan, Armakuni, the new master of 
the MrMfej. ten into a deep depression al Ihe toadtes brewem He reflected 
again and again upon his struggle against Kwiioki. and ahrays came to toe same 
ooncAtftjn - H wb only toe end d a bathe, not toe end d the **. 

After more than a year of languishing upon Lin Fan* Aimatami was prepared to 
reinstate toe way of the Shadow Warrior to to termer glory. Wish the Koga satis 
to his possession all that Aimafcwi needed now were toe ck$cpto$ to touow ha 
guidance and the teadwigs of tha ancianl manuscripts. 

As the word spread aroutid the mainland that a new master had toe scrolls aid 
was abwrt lo be$n training, the men began to -arrive They were etw tons of toe 
fighting elite ■ tha Samurai, 



A new order of Ninja sfedy began take shape. EU this few tM tr*nmg was ge«nj 
1o be more Nense than ever before Never agan would ttey be caught oft guard 
and defeated without honour. 

Dumg ■ baiiingi session d the Inner Crete - the WastBr'g efifa ■ a flraii^ teefing 
came over the dasa, !t was as rf time had abruptly stood sdl. as i they were Ihe 
01% people left n the worfci As Annahuni rose iron Ns- maftatiig position a 
strange pttwbng bgN enshrouded Nm C^rcemed wrth what the? saw. the class 
tried to rise and 90 to Amafcuni's assistance, But they tfwy were fixed n Bisr 
pOSrttgiKS, no one owfo mgwe- 


The intently c! Ighl pee around Annatari unti al who ware witness^ the 
scons' wore- forcod to cover fi^r eyes. When >te ight faded end finafly 
disappeared the students leapt to thee teed. What had happened? Where was 
he Master? 

What is happening? Shouted AnnakunL But no one could hear him. h was as rt 
ha was invistsle and in 1 sound pro* Qtas boa. Why wasn't Ni class rushing to 
Ns aid to he£ hint to beak tree? Why dd ha fool the sharp thorns of fear.wNto 
raid*he was as calm as he deepseas? Whal ^me wore-ha andanls paying 
with him? His qpednns found re answer as he sipped uniiinfty No ineav 
sctousnese. 

Stowty AmaJujn dewed has way back through the darkness d deep sleep, back 
to where he 1st sate As he kneed Ns eyes opea he was greeted try a sight Shat 
hs experiences codct net have prepared him tor. 

Amakuni is now standhg on a hand wooden Boor sumxjndod by strange dbjpds 
that vaguer remind Nm of muscat iittvnwife. Betwid hm « a cumin parted 
slightly in the nidfSe. As he friesto locus Ns eyes on Ns sunoundnjs Ns rind 
a sent spinning. Ha sees strange giganlbe shapes, cowed with minors, reaching 
to (he very docislep of the heavens. 





CARTRIDGE LOADING INSTRUCTIONS 


Please Not* For Commodore C64 Compute* owners, ha Cartncfca ifct «S 
located at he rear light side tf he machine. 

LOADING THE GAMES 

1. Turn on the TV v monitor. 

t Mas sure fte Games %stern&yro*ff a tomed OFF (pwfc the OWDFF 
switch on the right side ol he nnsft-)- There must be nothing on the TV or 
montny. 

3. With the label he games aAid q* facing pu r insert the cartridge ir*j the 
slot cn top of the console- Make $u* H it not crated and Its snugty in he skA 
4 Turn the Games System ON. 

5. Hew const* the game's mstmefons for “Hew to Pfaj the Cartridge*. 

GHAFlGEMENT DCS JEUX 

1. Aftjmei la tSfcwseur py i$ moorteur. 

2. AssurK^otis que la Systfeme des jeun: #st 6tpint (V^fiez rineefiuptour GWOF^ 
aurleoort Wide ta oonsoie-V Rain nitfcariMteouvw w MTV ai to rwiiiletf- 

3. L'gtk^ewualfliMntface.enfancattaamuc^ 

sa trouvam dans la panie supfrieufe dote de la torse* Asuraz^ous quelle 
ne soil pas de tares el qu‘eHe sot bv m pbca dans le rtceptadfe 

4 . ADutnez le Syflfime de jan (OfQ, 

CARICAHENTO 00 GIOCHI 

1. Aeeendets i ironrlor wdeo. 

2. Accatatew I sistema w rtteogiochi sia spenta IVerifcate rintemAtons 
OWQFF sol late desto della «n»le j. Soto shermo TV o sul modfcr non 
dev'esserd merits. 

3. Con Tetichella stria cartuccia del wdeogioco rivotta verso d voi, inswfle la 
cartuccia nefla fessifa apposite to alto a desfra de«a console. Aasartatevi die 
non sia incSnsfc e emri con btfifa nella team 

4 . Acowdenta H sistemstON, 




ADEN DEfi PROGRAMME 

1. Schatien 5m dan Famwher Oder &kteehim &r. 

2 . ^er^S^sic^.da0iSeSp4et-Konsoteau5gesciisi;0«isi<Pry«iSieoeflOW' 

OFF - SchaJler der rednen Sete dp Kwisola.). Bile schaSw S* den 

Famsehef auT dan (ur (tie Spiel-KonMie vorgeehenen, freier Kami. 

3. Die Progrann-CaSMTie mil dam Eijkett iu ihner legend in den Schacht Oban 
rechts aid der Console einstecken. SleSen Sia sichar, daB si# nithl v&tanlal 1st 
uni gut in dan whacht paBL 

4. Schahen S# dia W4(pisola ein. 

CARGO DE J If EG OS 

1. Encientfa 4 TV Q el mentor. 

2. A»gfreHd»qiHe1S«tenvd*AiegBKtt^ 

iiH&rrjptof principal i la consoled- Ko Pebe aparecernade en el TYo el monitor. 

3. Con la etiquefo del cartucho be juegos haria usual insane #1 ea/fuchs an 13 
rantrt 4 aipanef d#r«ho d# la eonscifl- Awgunese de qua este b«n 
insartafc y * iju# ^ed# ajustads #n la nftri, 

4. Enciends d Sis'err.a da Juegoi, 

IF YOU HAVE A PROBLEM.,. 

Ptahton IndJcatof iigfc ned on 

Cause; Computer noi turned on. Power supply act pugged in. 
SdWwre Mak^i s^e power switch is in ON position. Check power 
socket for 0 1 dbcorrocted power cable. 

Problem: Ms pictur# [TV) 

Cause; Incorrect hookup. W nq Hrmadad attto# turned Oh- Cable to 
TV not plugged «. TV Oft wrong Channel or rcerrectty lumd. 
Sofufjcrc Check tuokup with RF socket Check TV power connection 
and TV power switch. Ch«t output cable connection to TV Change 
dtarnel and/or adjjst tuning. 




ftabfeflt No picture (mentor), 


Gsos« Monitor not wem tod and** turned on. 
$Ctu?hrt Check monitor OQ«ieCiRn& end power iwith. 

Aaitere Random pattern on screen Mritti cartridge in plan. 

Cause Cartridge net property inserted. 

Spfrtorc Turn power OFF and reinsert cartridge. 

fVoWJGt Prctura with poor w no-catour. 

Causa Poorly tuned mo* toriucis 
Sf&fcv) Adjust oolour nortrds on TV or Monitor. 


fluMem: Sound with eioftss background noise, 

Causa Yotume loo high, 
o*rti v% Adjust vokfl*. 

PfCblair. No sound, picture OK (TV) 

Cause, Volume too low. 

SaArfafl Acfusl wotome. 

Problem: No souid, picture OK (monitor] 

Causa,- Audio input of mentor tutovided cable ntf tonoadsd 
Connect *4o cable lo rrmtor auefa output 

ftetoem Games cofltoflet not working. 

Giutttrlftcofntil hookupLGames dontrolsr in wrong port Useiff wrong 
games oocrtrdBer tee game 

■SWbtiwi: Crieck connection at oomMikmOt^oort^toci^ 
port Check ta make sum you ere using the correct oontroOer. 






dame Controls 


For Commodore C$4 Computer Owners Only, 

Keyboard controls:* 

FI -Turn sound cnfcfl 

P3/F& -Cycle through Hnja's inventory 

F 7 *P$,w» game 

RurvSfop -ki The r-Cn^ 

Space Bar -Cycle through Ninja’s weapons 

J -Seed jcyyW< onen'jSon. Pressing the J key wi toiale Ifte joystick's 
position Ehrou^i 45 degrees each lime you press i. Select the position 
you be! most comfortable lo play with, 3 modes: mede2 is normal, Tha 
mods appies to the movement ci the Nirga and nd to the ftghtjng ma 
nwuvtos. 


This game can only be played with a joystick For Commodore owners the 
joystick shouto be in pvt 2 (see console details taler].. 

It is important to understood Ihjl, wifce most Ighting {he I4i^ character 
to capable d mo^mente in ttirw tfimensfoni. This means that el fie moves you 
ran make are relative to the direction the Ninja is lacing on ttr screen. 

For Commodore Games System Console Owners. 

Three Button Jays** OortootoL- 


Tor^ 11^ gaffi press one 0*lhe^tiiAbut50f4, Whichever button you chw» 
becomes Sw fighting moves button. H you are not happy with the button you have 
setoeted. you can change it ai He beginning of each level by pressing a drffi^ 
button to start that fcveL 

The other button on the joystick sutomatatfy becomes the weapon select 
button. To choose a weapon, press the weapon select button and the available 
weapons vft cycle through the list in the wagons display m 





To aelecl an «djad lor itai Nfa^ja «> use, m«s Ih# Gght button and hdd it down, 
then pressing the other button wi cyde through the writable objects. Whchevef 
efc^ect is iSspiaryied in the obsject winij£>w whan you ral&ase itw buttorw n itw one 
that the Nffija wfl use. 

Basic Movements. 

To change the diction the Ninja is bring,, rai the ioptid^haAtroij^ flllhfl 
position unti you are facng the (fraction you wart. 

To walk, toward • push ihe jtyysWt ft the (fredfon the Ninja is bring 

Toslio backwards - pul fie joystick in the opposite if action to the oMhetinja 
is facing 

To drift «ro$$ d* P^rth - push the joystick m the drecticn you want him to veer 
(Hu appl i es to waiting toward and barimranh} 

Special movements 

uOviecung Rems 

To actwalft th# pkic 14s. press the fire button then pufl die loystick bottom right, 
or bottom led degoftaity- 


SomrwrsauMng 

To make the Ninja somersault. either to avoid attach or to cwrome some 
imard, such as junping from ana wal 10 anodter, you should make the Ninja run 
in the dredton you want Jw to somersault and whifr to is mowig press die fine 
button. Because the Ninja ran move in three (intensions, he wifl jump atony the 
path cr across the path deporting on rtidi. direction you push the joystick 
diagonal 14 - across and up the path, sideways ■ across the path horizontally (toe 
Mnja can only somersault towards} 



Fighting movements 


the Staring is a os oi ail Ihe moves, both inarmed and armed that the Ninja 
can cany out To activate the lighting moves the Ninja shoUd &e stationary and 
Iha Fire button should be passed. 


Unarmed moves: 

Kic* - dcnun 

Punch * up 

Duck - i4>4sft Df up-nght 

Aimed moves (swoidUiunchafcus and stall} 

Stab * right 

Slash - toll 

HghStab- up 

Kick * down 

Rany - upHeft or upright 

throwing moves: 

Throw - r^htortoH 


General Tips 

The first aspect d tte 'pane you should master are the joystick controls. The 
hiflHy Bitoctive nature d ta game is requred because d soma nMhaomplu 
moves Ihe Ninja character has lo pedwm. A high level of competence at the 
Offteds wii enhance yW flame play ransktefaWy.BaaM* d adventure 
dements our second suggestion is M you shot*) get rto the haw d reratfng 
what happens on each screw-. This will enahte you to obtain higher scores with 
repeated play.The last point is. never teke anything tor granted ■ seme things are 
not as they appear. Be curious, nosy. dt and examine everything. Oues 

The blowing are dues to some of the defects ana haiards you may coma across 
in yggr travels. They am feied in the Toad 1 enter, not necessarily in the order in 
whitfi you have to find them, In the SfErfl d an grad adventures.,.. *« have not 
feW you tf» whole story. 


Keys: 

Thera are gralia Stays and not so grate keys, In Kh t»ginwiQ thay are a hard Buntfi 
to find 

Trap door: 

Get a good grp and puntfi your way through i*s problem, 
lisp: 

This nap is a bit flash, it can reveal a tot 
Mimchuias] 

PuDing off B« two part proUeni could make you ished wffi success. 
ShurUtan: 

you'h have to to* dever to reach the sais. 

Staff: 

Reaching new heights, the staff *9 wfl do well. 

Bottle: 

Whofli iwvt around the sirwt and grab a m wft*e you can. 

Sward: 

Shop around lor the tat bur. it ©dd be a wl steel. 

Hamburger: 

(wteVg^erto«h*r«rnanBBn^t^het^(t^f«ei^t«rtMvar 

far a friend, 

Ci«rt Car* 

You'll get ertended credit when you gain access. It wi realty Ht your spirits. 
Centpvter terminal: 

Yotf number's up K you dont ad Hu an etepfesri 


Tha fnal probtam is always in the picture, safely. 



Tine game is ptoyed m a variety Dlenvironmerttl Trie knowing are a tew nyptit 
dues as in the sort ri places you wi be visiting. 


Load one: Central -Paris 

The key bo success is to gain new he*g|iaa torn go ter a frolic on the river. 
Load two: Downtown Manhattan 

The bu» streets an be pwdifatterwf. Stewing 

really flip you out. W you’re realty sophisticated you can got down to It and make 
a grate eril 


Load three: Sewers 

TypcaJy deep, dark and dank. There! be riotoscficanyngher^yooTljud need 

tetsa fettle. 

Load four: Opium Factory 

MeaiirMJ«iOtcaLbdW«*^yOym^9Ma*^alongthaway. Tread 
corehJy bekw taking a quick dp 

Load Aver Offtc* Block 

Entrance here 4 ra big secret you coutd become a reel lermmai see before you 

gel bo meet your biggest tan and become star struck. 

Load fte Shogun’s Retreat 

Drop * bo $*e your arch enemy. »f ycu are dumb enough it might not be too 
alarming. After thart if a y steam ahead. Careful, If you get cornered you might 
have to 6a a si* prim tm 


PLAYING GUIDE TO LEVEL ONE 


H you are Kpenendng any cSffcutty on fating uto (he style d play nwdaJiilie 
flame, the foflowing details outim a) the putties and objects you encounter in 
me Srsttevci and should help you master the rest of to game. 

Starting on the Band Stand, go through the curtain art the back in to the noon 
befwd When you enter this sow you wH see a square on to riflN hand wai 
itash. Whan you have defeated the opponent, stand in bont of tie square and 
punch it {if this is dona successfully the square wii change odour). 

Returv to Band Stand screen and you wit see a UBp door has opened in tie floor 
Simply waft over the trap door to enter the nett screen. Here you will see a key 
flash, pick up me key to use with locked gate later. 

Bat the room through the taadk dear of the Band 3 tand and you are in he central 
pathway ul the pa*. Tien Wt it the junction and kjsjw the nwd rested H you can 
waft ofl Jeflto enter the next screen. Here you encounter (he jugafer. He juggtes 
knfves and wfl try to H you by Browing tom el you. To auokl being W, 
somerteJl and the tones *1 miss you ff a knife hits you whie in mid-air i wi 
not harm you). 


In to next screen you ca pk* up a map tat lop lell ot screen), mis has to effect 
of making al the objects. that can be picked ip, Rash fit they sre^sfcte.youiwi 
still have to search round for some of tom). 

Ne Kb look out for a trellis, work gorig upa wal. you have to dfti* up this but before 
you can you must put whatever weapon you are hofrtg away as you naadl both 
hards free- Move along the top pathway you are now on and after aomemasAng 
over the gap in path, you w® be able to pick up to staff 

To get backdown to ground level, return to the screen you climbed up on and, 
sterxing wti yai back towards me edge erf the path (wham to hredis woa is), 
waft of to ledge backwards ■ ensure you are not hefctog any weapons in your 
hands. 



I^ebjm ituun path way a/ound ih« B^id Staled amd l«ac ih« two boHat 
buddings nut to eatfi Otar. Enter eadi tnilgi n turn la edited half a nunchaku. 
When you have gcM both pieces it w9 utomaaicaiy 1 Hum itsetf into a *jfl sel of 
nundokuL 

Continue exploring main pathway utS you fnd a "hoi dog' stand hen you can 
pick ip a hamburger wfoeh wft give you an attra He. 

Go back la the main path way screen where the locked gales are. WWe holdteg 
tfte key, * a p*ck vf> Si the nghl hand ion gale (rmweber. your handi must touch 
the sfcjecl you are frying to manputatej. if you have dote n cofTectfy the gate wJ 
open 


After passing through the gate the next major obstacle is lo cross the mer Stand 
atheedgacnllhtnvfif ardwhw the boat comes past sorrersau? onto A Wher 
starring on the boat, wBfruntililbieveiwiththebMf house and somersault ofl 
odo the bank. 

Please Nate Tigre is no way bat* across the river so you must make sura you 
have everything before crossing. 

As you move into the next screen you will be attacked by bees. These can be 
■averted best by mming sfraigN across the screen (even though you actuaBy 
want is? go to the top of the screen) and by cutting the comers tightly you can 
actually avoid Bie bees afcgetw.To reatft the top exit on this sown, leave the 
screen at ihe left srte and then come back onto it immedislely sod move to the 
top-Of the SOeen cutting tha comers as bphtty as poasfte. 

Whan at the lop ol the scr een you here lo gel onto an island which is the ne4 
sawn, To do this, you must be right el t^e top of the screen and then do & 
sqmersaii!, ties will piace you on iw island. 

On ihesind screen there is a boat moored partially behind seme bushes. To pet 
the boat moving, you must stand as dose in boal as possible and cfatodge it with 
your stafl. You wfl know you have done the correctly when fcc boat toate Off- 


Somersaulting tack way you cam*,, you must rush down the screen and exit 
to the lefL Hera you ancounter the second iww, to got across it you must wait 
br the boat you (rated otf to come foaling paSL Samenautt onto it as early on 
as posstoS. Then somersault off it quad the ctftof side of the mw piidsfy. tf you 
story on the boaa too long ri. wd cdicte wrtn te lower river bar* ard you will kx*e 
a sb- 

You can now exit the screen on ihei tefl and Into the nad levs). 





